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Objectives	of	WP1	
To	develop	a	framework	for	wearable	
experience.		
To	specify	a	corresponding	methodology	for	
Knowledge-Intensive	/	Vocational	Training.		
To	create	example	use	cases	and	scenarios.		
To	derive	requirements	for	the	
technological	platform		
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Tasks	
T1.1	Training	Industry	Assessment	[OUNL]	
(completed)	
	
T1.2	Technology	Industry	Assessment	[VTT]	
(completed)	
	
T1.3	Research	&	Developing	WEKIT	Framework	
and	Training	Methodology	[OUNL]	(ongoing)	
	
T1.4	Requirements	for	Scenarios	and	
Technological	platform	[RWTH]	(ongoing)	
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WEKIT	Surveys	
TRAINING/TECHNOLOGY INDUSTRY 
ASSESSMENT 
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Industry needs: efficient solutions with apprpriate 
technology more important than price 
 
User Needs: usability, desirability, process of guidance 
 
Technology needs: interoperability, adaptability, 
wearability, price level 
WEKIT	
Framework	
BACKGROUND 
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Background:	Expertise	
Expertise	and	Expert	
performance	
• Superior	Mental	Knowledge	
• High	perceptual	abilities	
• Extensive	analytical	skills	
• Elaborate	decision-taking	
strategies	
• Balanced	cognitive	effort	
Shortcomings	of	
experts		
• Domain	limited	
• Failure	to	recall	surface	
features	
• Inaccurate	prediction,	
judgement,	and	advice	
• Inflexibility	and	bias	
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Background:	Learning	Theory	
4C/ID	(four	components	instructional	design)	model	supports	expertise	
development	by	representing	complex	learning	with	four	components		
(Neelen	&	Kirschner,	2016;	Van	Merriënboer	&	Kester,	2014)	
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WEKIT	
Framework	
INDUSTRY-FOCUSED LEARNING 
METHODOLOGY  
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WEKIT	Industrial	Learning	
Methodology	
Three	major	phases	based	on	a	
sytematic	approach:		
• Phase	1:	capturing	expert	
experience		
• Phase	2:	wearing	expert	
experience	by	trainees	
• Phase	3:	analysis	and	reflection	
A	single	captured	expert	
experience	can	be	re-purposed	
for	multiple	training	and	
evaluation	sessions	
	 Systematic	approach:		
• overall	task	and	objective	
broken	down	into	sub	goals	
• sub	goal	is	an	isolated	
(modular)	task	with	skills	and	
prerequisite	knowledge	
• design	of	the	learning	tasks		
• Challenge:	breaking	down	
expertise	in	a	complex	task	
domain	is	not	simple,	
expertise	may	be	only	
relevant	at	certain	
complexity	level	
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WEKIT	Framework	
Tasks	
Description	
Conditions	of	Mastery	
Learning	Difficulties	
Teaching	Methodologies	
Supporting	AR	&	WT	
Transfer	Mechanism	
		
	
Example:	High-precision	task:	allows	
only	limited	deviation	
Conditions	of	Mastery:	stay	below	
deviation	tolerance		
Learning	Difficulties:	precision	
optically	hard	to	trace.	
Teaching	Methodologies:	explanation,	
simplification,	instruction,	reflection	
Supporting	AR	&	WT	Transfer	
Mechanism:	zoom,	object	enrichment,	
think	aloud	
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WEKIT	Framework	
Transfer	Mechanisms	
Description	 		
Requirements	for	
recording	
Requirements	for	replay	
or	enactment 		
Example:	Think	aloud	protocol.	Sensor	
recording	of	expert	actions	combined	
with	audio	comment	
Requirements	for	recording:	Expert	
starts	the	action;	requires	motion	
sensors	and	microphone;	synchronises	
sensors	and	audio	
Requirements	for	replay	or	
enactment:	Should	be	enabled	in	the	
right	situation;	requires	audio	output	
and	visual	display	of	sensor	data;	
learner	may	interrupt	the	replay	
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WEKIT	Framework	
Task	x	Transfer	Mechanisms	
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WEKIT	Usecases	
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Derived	Use	Cases	(Selection)	
1.  Wet	rehearsal					
2.  Assessment				
3.  Experience	Recording							
4.  Health	Learning						
5.  Indoor	Navigation							
6.  Maintenance							
7.  Quality	Inspection			
8.  Remote	Tutoring					
9.  Resume	Service							
10. Retail	Training			
11.  Safety	and	Wellbeing				
12.  Smart	Lighting							
13.  Spatial	Coordination			
14.  Tangible	Learning	Objects			
15. Work	Shadowing						
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Requirements	Bazaar	
https://requirements-bazaar.org	
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WEKIT	Community	
https://wekit-community.org/ideas	
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Requirements	Bazaar	
Requirements	Bazaar	is	a	social	continuous	innovation	platform.	
It	allows	communities	to	express,	discuss	and	prioritize	their	
requirements	and	trace	their	realization.	
Originally	developed	within	the	EU	FP7	ROLE	project,	it	is	now	widely	
used	by	several	European	research	projects	and	beyond.	
Ongoing	work	
• Embracing	designers	
• Gamification	
• Embedding	into	AR	practices	
19	
Upcoming	
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Conclusions	
• First	version	of	Framework,	Requirements	and	Scenarios	
realized	
• Specifications	and	implementation	for	WEKIT.ONE	
prototype	(hardware,	recorder	and	player)	based	on	
Framework	
• First	round	of	implementations	of	Framework	&	
Scenarios	in	WP2-WP5	done	
• Feedback	during	first	pilot	tests	indicate	relevance	of	
framework	approach	and	methodology	
• Improvements	due	in	second	phase	of	the	project	
(details,	more	transfer	mechanisms)	
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Future	plan	
	 Task	1.3.	-	The	framework	and	methodology	will	be	updated	
based	on	feedback	from	first	round	of	pilot	evaluations	
(WP6)	
	  Feedback	from	trials;	Level	of	detail	&	further	transfer	
mechanisms;	Review	of	task	model	
	 Task	1.4.	-	embed	Requirements	Bazaar	in	the	practice	of	
stakeholders,	simplify	submission	and	discussion	of	
requirements	è	tighter	integration	of	community	portal	
(input	of	ideas),	requirements	bazaar	(discussion	&	rating),	
and	development	process	(issue	tracker)	(see	also	WP7	
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Deliverables	
	 D1.6	rescheduled	to	M23	(previously:	M21)	
	 1.	Comments	to	the	first	version	of	the	requirements	(D	1.4)	
	 2.	Evaluation	of	the	data	gathered	in	the	trials	reveals	some	
aspects	to	redesign.			
	 3.	Focussing	our	efforts	on	specific,	well-selected	sensors,	
especially	with	respect	to	bio-sensors.		
	 4.	General	assembly	for	mid	September	
	 5.	The	reviewers	recommended	to	clearly	strengthen	the	
participatory	design	aspects.	New	version	of	requirements	
bazaar	with	gamification	features	to	it	
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